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Deliver professional-level 3D content in no time with this
comprehensive guide to 3D animation with Maya. With over 12 years of
training experience, plus several award winning students under his
belt, author Adam Watkins is the ideal mentor to get you up to speed
with 3D in Maya. Using a structured and pragmatic approach Getting
Started in 3D with Maya begins with basic theory of fundamental
techniques, then builds on this knowledge using practical examples
and projects to put your new skills to the test. Prepared so that you can
learn in an organic fashion, each chapter builds on th


